
 

 

2016 Fall Kickball Guidelines 

  

I. THE TOURNAMENT 
 

1. Philosophy.  
The SMYO Adult Co-Ed Kickball Tournament is first and foremost a recreational 

sporting event. The purpose of this tournament is to provide an opportunity for 

SMYO sponsors to participate in an organized activity to raise money for our park. 

 

 2. Administration.  
The tournament will operate under the jurisdiction of the Southern Maryland 

Youth Organization. Guidelines are subject to review and changes may be made at 

the discretion of the Tournament Director or SMYO Representative. Any 

questions or discrepancies should be brought to the Tournament Director's 

attention. 

 
3. Tournament Format.  
Tournament play will be a double elimination bracket format.  Two brackets have 

been created for Competitive and Recreational play. A trophy will be awarded to 

the first place finishers of the respective bracket. Individual awards will also be 

given to the first place team only. 

 

II. COACHES/MANAGERS  
1. The coach or manager shall be the team representative and shall be 
responsible for the following:  
a. Being liaison between the tournament Director and team.  
 



b. Attending coaches'/managers' meeting.  
 
c. Informing team members about all information pertaining to the tournament 
(rules, regulations, schedule, etc.).  
 
d. The conduct of players and team spectators. It is the responsibility of the 
coach/manager to keep all children out of the dugout areas.  
 
e. Responsible for keeping team dugout free of trash after each game .  
 
III. TEAM MEMBERSHIP  

1. Each team shall be limited to a minimum of 12 players and a maximum of 
20 players (18 years or older).  

 
 
IV. TECHNICAL OUT  
As a sanction against those teams or individuals whose behavior is unacceptable, 
but the umpire judges that ejection is too severe a penalty, the umpire may 
invoke a technical out against the offending team.  
 
1. Offense: If the team kicking is guilty of unsportsmanlike conduct, the umpire 
may enforce an out against them. If this is the first or second out of the inning, 
the game continues with the kicker and base runners being unaffected; an 
additional out is simply added to the team’s total. If the technical out is the third 
out of the inning, the next inning will resume with the player who would have 
kicked had the out not been called.  
 
2. Defense: If the team in the field is guilty of unsportsmanlike conduct, the 
umpire may invoke the technical out rule by giving them an out when they come 
to kick.  
 

3. Two consecutive technical outs may not be assessed against the same team. At 

least one pitch must intervene. An ejection for any unsportsmanlike behavior 

must be accompanied by the charging of an out against the offending team. 

 

 



 
 
V. EJECTIONS   
 

1. A player who is ejected from a game will not be allowed to remain on the 
tournament site, as a player or spectator.   

  
a. Coaches, not the umpires, are responsible for seeing that an ejected 

player(s) leaves the playing area, including benches and stands. Failure to 

vacate area immediately following ejection within one minute warrants a 

forfeit. 

2. Players, coaches and/or spectators who strike, shove, push, bump, trip or 
otherwise molest, harass or threaten an official, player, coach, spectator, 
SMYO staff member or tournament official before, during or after the game, in 
the parking lot or on SMYO property WILL be removed from the tournament 
and all Southern Maryland Youth Organization programs for a minimum period 
of 1 year. Coaches are responsible for spectators. If a spectator harasses an 
official, a no-trespassing order may be issued.  

 

VI. PLAYING FIELD & EQUIPMENT  
1. The kickball diamond is a square with equal sides of 60 feet with a base at each 
corner.  
 
2. The pitching mound is in the center of the diamond, 42 feet from home plate 
and directly aligned with the 1st-3rd base diagonal.  
 
3. The pitching circle extends 12 feet from the center of the pitching strip.  
 
4. The kicking box is a rectangle with the front of the box aligned with the front of 
home plate and is 14 feet wide by 8 feet deep.  
 
5. Official game balls are VOIT Enduro 8½ inch CS3 Kickballs (competitive bracket) 
and VOIT 8 inch Playground ball (recreational bracket). Two game balls will be 
supplied to each field by the Southern Maryland Youth Organization.  
 



6. Players must wear athletic shoes, rubber cleats are allowed. Metal cleats are 
prohibited.  
 
VII. REGULATION GAMES  
1. All games will be six (6) innings or no new inning after 40 minutes of play, or 
whichever occurs first.   
 
2. All games will be played using a 1-and-1 count (one ball and one strike) for each 
player.  
 
3. One extra inning is played if score is tied and time remains.  
 
4. If a team is winning after the top of the 6th inning and is set to kick in the 
bottom of the inning, the game ends and will be marked as a regulation game.  
 
5. The higher seeded team listed on bracket is the home team. A tournament 
official shall have the official scorebook. The scorebook should list each player’s 
full name.  
 
 
VIII. PITCHING & FIELDING  
1. Balls must be pitched underhand only. No side-arm pitching is allowed. 
Recreational Bracket – no spinning of the pitch.  
 
2. A team shall consist of five (5) men and five (5) women to start the game. If 
only nine (9) players are used, the team may consist of five (5) men and four (4) 
women or five (5) women and four (4) men.  
 
a. A game may start and/or be played with a minimum of nine players. There will 
be an out taken in the missing player position. If a tenth player arrives after the 
start of a game, he/she shall kick in the tenth batting position.  
 
b. If a team chooses to kick extra players, they can kick up to 14 players. The extra 
kickers will consist of one (1) male and one (1) female by 2’s (12,14). Extra players 
must be present at game time to be included in starting line-up. Extra players may 
not be added after the game starts. Extra players listed in the starting line-up 
must be present at the game field at the beginning of the game. The extra players, 



if listed in the starting line-up, may rotate in and out of the game defensively. 
Players listed as substitutes may re-enter one (1) time.  
 
3. All fielders must start play (including the pitcher) and remain behind the 1st-
3rd base diagonal until the ball is kicked. Penalty – Offensive team will be given 
the option of either the result of the play or first base. If the kicker is out as the 
result of the play, the kicker will receive first base.  
 
4. The pitcher must start the act of pitching with at least one foot on or directly 
behind (no more than two [2] steps) the pitching strip when releasing the ball. 
The pitcher must remain in the circle until the ball is kicked. The pitcher may not 
cross the 1st-3rd base diagonal until the ball is kicked. The pitcher’s follow through 
shall not cause the pitcher to step beyond the diagonal line. If the pitcher steps 
backward or sideways after releasing the ball, the pitcher must remain inside the 
circle until the ball is kicked.  
 
5. The catcher must field behind the kicker and may not cross home plate or enter 
the kicking box until the ball is kicked. The catcher cannot stand on the side of the 
batter’s box. The catcher may not interfere with the kicker.  
 
6. A legal pitch is a ball that touches the ground at least twice and/or rolls before 
reaching the kicked box. A pitch rolled directly along the ground is considered to 
have bounced at least twice.  
 
7. A ball pitched higher than 12” at the plate will be ruled an illegal pitch and a 
ball if not kicked. If a kicker kicks the ball and an illegal pitch is called, the kicker 
must run and attempt to reach first base. If the kicker does not attempt to reach 
first base, the kicker will be considered out. If the kicker gets on and no one was 
put out, the play stands. If the kicker makes an out or kicked the ball foul or 
missed the ball or someone else was put out, all runners return to their last base 
and the kicker comes back in the box and the illegal pitch is called a ball and the 
kicker has an opportunity to kick again.  
 
IX. KICKING  
1. All kicks must occur:  
 



a. At or behind home plate – The kicker may step on home plate to kick; however, 
no part of the planted foot may be in front of or cross the front edge of home 
plate. This will result in an out.  
 
b. Within the kicking box – The kicker must have at least a portion of the plant 
foot within the kicking box during the kick. The kicker may line up outside of the 
kicking box.  
 
2. Bunting is allowed in the competitive bracket. Bunting is not allowed in the 
recreational bracket.  
 
3. Kicking order shall alternate the sexes, with either a male or female player 
kicking first. When a male player is walked, be it intentionally or unintentionally, 
the male player is awarded first and second base, and the following female player 
will kick. EXCEPTION: With two outs, the female player has the option to walk or 
kick.  
 
X. RUNNING & SCORING  
1. Runners must stay within the baseline. Any runner who travels outside the 
baseline to avoid being tagged is out.  
 
2. Runners hindered by any fielder within the baseline, not making an active play 
for the ball (considered obstruction), shall be safe at the base to which they were 
running.  
 
3. Neither leading off base, nor stealing a base is allowed. A runner may advance 
once the ball is kicked.  
 
4. Hitting a runner’s neck or head with a thrown ball is not allowed, except when 
the runner is sliding or ducking a throw. Any runner hit in the neck or head by a 
thrown ball is safe, and advances to the base they were running toward when the 
ball hits the runner.  
 
5. Runners may tag-up after a kicked ball is caught by the defense to advance to 
the next base.  
 



6. All ties will go to the runner. Runners traveling from home plate may overrun 
first base but must remain in foul territory or else they may be tagged out.  
 
7. Two (2) bases will be rewarded to the runner on an overthrow into the out-of-
play area. The award shall be governed by the position of the runner when the 
ball left the fielder’s hand. The ball is live until it is secured by the pitcher in the 
pitching circle. A ball that goes out-of-play is considered a dead ball.  
 
8. Running past another runner is not allowed. The passing runner is out.  
 
9. A run scores when a runner touches home plate before the third out is made, 
EXCEPT that no run can score when the third out is made during a force play 
situation, or when the kicker is put out before touching first base.  
 
10. Any team ahead by fifteen (15) or more runs after four (4) innings and ten (10) 
or more runs after the fifth inning or any complete inning thereafter, shall be 
declared the winner.  
 
11. Interference is any act by an offensive player or team member that impedes, 
hinders or confuses a defensive player attempting to execute a play. Contact is 
not necessary. Any time there is interference called by the umpire, the ball is 
dead immediately, the interfering entity is called out and all runners return to the 
last base occupied at the time the interference occurred. Obstruction is an act by 
the defense which impedes, hinders or confuses an offensive player. The umpire 
will call obstruction but the ball stays alive and the umpire will put runners where 
they belong when the play ends. No runner can be called out between the bases 
where obstruction occurred.  
 
XI. STRIKES  
A strike is:  
a. a pitch that is not kicked and is not called a ball, that enters any part of the 
strike zone.  
 
b. an attempted kick missed by the kicker inside or outside the strike zone.  
 
1. The strike zone is one (1) foot inside and one (1) foot outside of the plate and 
one (1) foot high. The umpire will determine balls and strikes.  



 
2. A count of three (3) strikes is an out.  
 
3. Foul balls count as strikes.  
 
 
XII. FOUL BALLS  
A foul ball is:  
a. a kicked ball landing in foul territory.  
 
b. a kicked ball landing in fair territory, but touching foul territory on its own at 
any time before reaching first or third base.  
 
c. a kick made on or above the knee.  
 
d. a kicked ball kicked outside of the kicking box.  
 
 
XIII. OUTS  
1. A count of three (3) outs by a team completes the team’s half of the inning.  
 
2. An out is:  

a. three (3) strikes or fouling with two (2) strikes.  
 
b. any kicked ball (fair or foul) that is caught by a fielder.  
 
c. a ball thrown to fielder touching base that beats the runner who is forced to 
run.  
 
d. any time a runner is not in contact with a base and comes in contact with a live 
ball below the neck, the runner is out. If a runner is contacted by a kicked ball and 
prevents the defense from making a play on the ball, this is considered 
interference and the runner is out. Base runners return to last occupied base at 
the time of interference.  
 
e. a runner touched by the ball while not on base and the ball is in play.  
 



f. a runner off base when the ball is kicked.  
 
g. any kicker that does not kick in the proper kicking line up. This is an appeal play. 
Appeals need to be made before the next pitch.  
 
h. a runner that passes another runner.  
 
i. a runner outside of the baseline avoiding a tag.  
 
j. a runner who misses a base (appeal play).  
 
k. a runner who fails to properly tag up on a caught ball (appeal play).  
 
XIV. DEAD BALLS  
Once the pitcher has the ball in control and retains possession in the pitchers 
circle, the play ends. Runners more than half way to the next base when the play 
ends will be allowed to advance to that base. 
 
 
 


